Augmentation: Headshot (High): A lot of Crashers bring a Spare with them in case of emergencies, but having to keep it with you is a pain, and relying on someone else to pop your stack is a plan destined for embarrassing failure. So a group of enterprising Phoenix modders came up with a modification that takes out the middle man: the Headshot, an augmentation tightly coupled with a larger morph's Stack that serves as a lifeboat, achieved by replacing the morph's skull and cervical vertebrae with this augmentation in their entirety. When the right signal is received, the morph detonates a series of micro-explosives under the skin around the base of its neck, decapitating itself instantly, often with a rather gory bang. The newly freed Headshot immediately repurposes the smart material upper spine to form a means of locomotion, in the process drawing the cortical stack inside itself for protection. After that it pretty much functions like a Spare.

Keep in mind that, while convenient, this is effectively a kill switch; if your PAN is hacked, a malicious user can pop your head like a champagne cork just by opening an app.

Biomorph Headshots contain a reservoir with enough nutrients to keep the host brain alive for up to a week. Synthmorph Headshots have internal power to last the same, and come with solar rechargers; it won't be fun, and you'll be sluggish as Hell, but you can last pretty much indefinitely like that.

Headshot "morph":
Enhancements: Access Jacks, Basic Mesh Inserts, Cyberbrain or Brainbox, Extra Limbs (4, for up to 6 arms and/or legs), Fractal Digits, Grip Pads, Telescoping Limbs (2).
Mobility: Hopper/ Roller/ Submarine/ Tracked/ Walker / Winged, 2/8
Apt. Max: as host morph
Durability: 10 (WT 2)
Advantages: Armor 3/3, retains any Mental Aptitude bonuses the host morph had.
Disadvantages: SOM 5, Clanking Masses, disturbing to inhabit (roll a WIL x 2 test per day and take 1 Stress per 10 points of MoF), disturbing to see, generally disturbing.
Notes: activated as standard when the host gets within 10 points of Death or passes out, whichever is closest to their Death point (this threshold can be modified). Any Mental augmentations the host morph had are carried over. Non-Mental Augmentations, Enhancements, etc. may be purchased for the Headshot exactly like a normal morph or robot, although there are limits on what is possible given the resource and size constraints. Activating the Headshot protocol voluntarily, despite the continuity it provides, is still blowing your own head off with subdermal mircoexplosives, and requires a WIL x 3 test to perform (modified by factors like necessity). Activation can be delegated to the host's Muse, or indeed anyone with the key if you're in the mood for giving someone a cranial bomb.